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by Kenneth Van Pelt 


The Lion’s Den Wargamers are a 
miniature enthusiast gaming club. Often 
times, in our search for skirmish gaming 
rules we tend to borrow ideas and game 
mechanics from the board gaming 
genre. In our collection of 54mm plas- 
tics was a large selection of Marx Ben- 
Hur Romans. As a club project we 
decided to create a Ben-Hur Circus 
Maximus game to display at a local 
Kansas City convention. This was an 
enormous production which featured an 
eight foot by one and a half foot Spina 
centerpiece on a nine foot by eighteen 
foot gaming table. We were featured on 
the main stage of that year’s convention 
and we drew quite a crowd with chariot 
racing, gladiatorial combat and beastiarii 
events spanning the three day weekend. 

In our search for rules to govern this 
extravaganza, we wrote our own chariot 
simulation. For our gladiators and beas- 
tiarii we needed a simple, playable, man- 
to-man simulation — Melee was the 
answer. This article will concern itself 
with the miniaturization of the Melee 
game, a very simple and straightforward 
account of the Lion’s Den gladiator 
“Campaign” game and suggestions on 
gaming in 54mm. 


TO MELEE IN 54MM 


There are some obvious scale adjust- 
ments to create the playing pieces for 
Melee in 54mm. The miniature gladia- 
tors are two and a quarter inches tall and 
glued to fender washers as bases. These 
metal washers add sufficient weight to 
the figures and a base dimension of one 
and a quarter inch diameter. 


The hexagon playing surface fea- 
tured two-inch wide hexes on a surface 
approximately four feet by five feet. 
Here are the details on creating enlarged 
hex maps. I have hand drawn hexes with 
a laundry marker on appropriately col- 
ored cloth before, but there is an inter- 
esting and effective alternative. Create a 
large block printing stamp of a section of 
interlocking hexes. I made mine out of a 
thin sheet of plywood large enough to 
print five by eight two inch hexes. The 
hexes were cut from a thin piece of foam 
and glued to the sheet of plywood with 
a small space between each hex. This 
giant stamp pad was “inked” with a 
paint rolled dipped in acrylic house 
paint. The stamp was stamped in sec- 
tions over an undercoat of paint on a 
sheet of flexible plastic. This is a very 
durable and aesthetic playing surface for 
the floor of the Coliseum. The paint 
color for the plastic sheet was a medium 
sand and the hexes were stamped over 
this in a light sand color. 


GAME MECHANICS 
TAKE FORM 


There are things you leave out of 
very detailed rules when you take a game 
to a convention. To make a convention 
game playable it isn’t necessary to have 
the added complication. What follows is 
the list of rules and references of the first 
run we used for the show. 

The gladiator game would take the 
form of facing opponents owned by 


_other club members. Each Lion’s Den 


member playtested a set of twenty glad- 
iators. Each gladiatorial class was listed 
on our member’s control sheet. In each 


MELEE, CONTINVED 


class you could own four gladiators. 
The public participants were assigned a 
gladiator from a member’s list and 
would fight against another participant 
using a gladiator from another mem- 
ber’s roster. With the pregenerated 
gladiators we avoided the whole aspect 
of teaching new people the mechanics 
of creating a Melee character. During 
the combat the Lion’s Den member 
acted as coach and rules lawyer for the 
people who had come to participate in 
our game. 

Here is a scatter shot of some of 
the rules-in-effect. The basic Melee, 
Advanced Melee and GURPS: Imperial 
Roman Source Book were used. The 
notes will give reference to where par- 
ticular rules can be found. 


We used: 
¢ gladiator stats began at 24 points. 
¢ Hand-to-Hand rules from 
Advanced Melee (AM) page 15. 
Dodge and Defend options from 
AM page 18. 
Forcing Retreat, AM page 18. 
Reactions to Injury, AM page 18. 
Aimed Shots, AM page 20. 
Waiting for an Opening, AM page 
20. 
¢ Clubs and Barehanded Combat, 
AM page 20 - 21. 
Crippling Hits, AM page 21. 
e Fine Weapons, AM page 22. 
Recovering Lost Strength, AM 
page 25. 
Sweeping Blows, AM page 26. 
Trampling, AM page 26. 


Experience points were based on 
the Melee arena combat with +1 per 
point of damage your gladiator scored 
against his opponent. One hundred 
experience points could be used to 
raise an attribute point by one. 

An interesting formula we devel- 
oped to allow a gladiator to appeal for 
mercy is as follows: 

During a combat, if your gladiator 
falls to 3 Strength points or less, you 
may appeal to the emperor for mercy 
and be spared. Take the number of 
turns the fight has lasted and add one 
point for every attribute point over 24. 
This number becomes the target num- 
ber you must roll under on a 3d6 roll. 
If you roll under you are spared. If you 
roll over you are dispatched by your 
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opponent. The ‘old thumbs-up, 
thumbs-down routine. 

The GURPS: Imperial Rome 
Source Book is worth a look if you need 
background to the Coliseum games. I 
will give a brief description of passages 
I found particularly useful. 

The first chapter on “Life in 
Rome” is useful for GMs not only for 
the social milieu, but in game masters 
terms. In character generation we 
needed one hundred forty Roman 
names! The name generator chart on 
page 31 was invaluable. There is one 
entire chapter - “The Games” - that 
puts all the really necessary information 


in front of you. All of this information — 


is available elsewhere, however this 
book puts it all in one place and as I 
said it’s written for gaming. 


THE GLADIATORS 


The following list is the categories 
of typical gladiators. Each house of 
gladiators, called a familia, was run by a 
trainer called a Lanist - a retired gladi- 
ator. In our games it was set up that 
each player would own four gladiators 
of each class. It is up to the player to 
decide which of his gladiators he sends 
into the arena for particular events. 


The classes of gladiators are: 

¢ Retiarius (Light) Net* 1-3, 

Trident* 1, No armor. 

¢ Mirmillo (Heavy) Broadsword 2, 
Leather 2/H -2DX, Small Shield 
1/H. 
Samnite (Heavy) Sword 2-1, 
Breastplate 4/H -5 DX, Shield 
| was 
Thracian (Medium) 
Sword 2-1, Cloth 1/H 
-1DX, Shield 1/H. 
Dimachaeri (Medium) 
Broadsword 2, 
Broadsword 2, 
Breastplate 4/H -5DX. 


Notes: * indicates thrown 
weapons. 


SLATE OF 
EVENTS 


iment with really outlandish combina- 
tions to provide a challenge for your 
players. We have set fights such as: each 
player may place two gladiators of any 
class in the arena and must fight all 
others. Or, all gladiators vs. an ele- 


.phant. Depending on your taste for 


gore, there are a number of man vs. 
beast alternatives. 


AVAILABILITY OF 
FIGVRES 


There is a local company that pro- 
duces all of the Marx recast plastics. 
Their address is: 

Classic Toy Soldiers, Inc. 

11528 Canterbury Circle 

Leawood, Kansas 66211 

POC: Jim McGough 

Phone: (913) 451-9458, 

(413) 533-5266 
I have not tried this company yet, but 
intend to soon. 


RESOVRCE MATERIAL 


GURPS: Imperial Rome Source Book, 
by C.J. Carella, Steve Jackson Games, 
1992. 


Advanced Melee, by Steve Jackson, 
Metagaming, 1980, __ 


The Fantasy Trip: Melee, by Steve Jack- 
son, Metagaming, 1977. 


Author’s Note: I am interested in skir- 
mish gaming and have a decided bias 
toward 54mm scale figures. However, I 
have not found many gladiators avail- 
able in any other scale. a 


SOLO WARGAMERS ASSOCIATION 


LONE WARRIOR 


North American a 


The Solo Wargamers Association is the only 
organization of its type in the world. Lone Warrior, 
our quarterly Journal, covers solo wargaming 
methodologies and scenarios for miniatures, board 
gaming, computers, and play by mail. Historical, 


Science Fiction, Fantasy, it’s all here. Annual mem- 


This is an area of inven- 
tiveness for the GM. Typi- 
cal fights would stage sever- 
al Retiarius vs. an equal 
number of Mirmillo, Sam- 
nite vs. Samnite, etc. Exper- 


bership includes 4 issues of Lone Warrior and other 
services such as access to the world's largest war- 
gaming library. Send $20 to: Solo Wargamers 
Association; 1707 Ridge Road; Leavenworth, KS 
66048. Canadians, please send $25 in U.S. funds. 
No checks in Canadian currency please. 
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An Attempt at integration 


by Mark Wegierski 


The author has carefully looked at 
his fairly extensive collection of SPI 
games covering future-history and/or 
science-fictional topics, and attempted 
to come up with a coherent time-line 
for these. (Humorous elements were at 
times unavoidable, given the nature of 
some of the source-material.) For now, 
the author has left aside SPI’s more 
hypothetical modern conflict games, 
e.g. Invasion: America, Objective: Mos- 
cow, China War and Minuteman: The 
Second American Revolution, which 
might be discussed in some future 
piece. Also, After the Holocaust, a “real- 
istic” portrayal of the “recovery and 
reunification” of America after a major 
nuclear war, and The Omega War, 
which depicts a rather fanciful post- 
nuclear holocaust situation in the 
twenty-fifth century, probably cannot 
be placed at all into this future-history. 
(The latter is also a TSR/SPI game.) 
Preceding the timeline is the list of 
games from which it is derived, rough- 
ly in the order in which they appear in 
the time-line. All dates not explicitly 
identified in the games are shown as c. 
(i.e. circa). The author would appreci- 
ate any further information, e.g. from 
issues of STRATEGY & TACTICS, 
MOVES, and/or ARES or other sug- 
gestions, that would allow for further 
elaboration of the time-line. 


LIST OF RELEVANT 
GAMES 


(All games by SPI unless otherwise 
noted) 

(I have in all cases identified the 
main designer as could be deduced 
from the credits, though in some cases, 
another person might have been the de 
facto main designer. In some cases, list- 
ing two persons seemed necessary from 
the credit information.) 

Battlefleet: Mars - Space Combat in 
the 21st Century 

Main designers: Brad E. Hessel/Red- 
mond A. Simonsen, 1977 
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Titan Strike! - Battle for the Moon 
of Saturn 
Main designer: Phil Kosnett, 1979 


StarForce ‘Alpha Centauri’ - Inter- 
stellar Conflict in the 25th Century 
Main designer: Redmond A. Simon- 
sen, 1974 


StarSoldier - Tactical Warfare in the 
25th Century 
Main designer: Tom Walczyk, 1977 


Universe - The Role-Playing Game 
of the Future 

Main designer: John H. Butterfield 
New York: Bantam Books/Simulations 
Publications Inc., 1982 (“New 2nd 
Edition”) 

The broad Universe background is 
too dissimilar to be in any way inte- 
grated into the elaborated SPI future- 
history, although the three alien races, 
which never officially made an appear- 
ance in print—the sht’kl’p (shape- 
shifters), “a race of lupine carnivores 
with strong family ties” and “a race of 
symbionts”—could easily appear at 
some time. Many of the technological 
devices are generic to conventional 
medium-term future-history scenarios. 


DeltaVee - Tactical Space Combat 
System for Universe, The Role- 
Playing Game of the Future 
Main designer: John H. Butterfield, 
1981 

DeltaVee concerns largely with 
what could be called “small fighter 
combat” under strictly Newtonian 
conditions. This kind of combat could 
easily occur as an adjunct, for example, 
to the fighting at almost any period in 
the future-history. 


Vector 3 - Tactical Space Combat in 
Three Dimensions 
Main designer: Greg Costikyan, 1979 


WorldKiller - The Game of Plane- 
tary Assault 

Main designer: Redmond A. Simon- 
sen, 1980 


StarGate - The Final Space Battle 
for Galactic Freedom 
Main‘designer: John H. Butterfield, 
1979 


Outreach - The Conquest of the 
Galaxy, 3000 AD 
Main designer: Irad B. Hardy, 1976 
The background to Outreach is 
deliberately open-ended and purpose- 
fully left vague (apart from the fact that 
the technology is a continuation of that 
of StarForce). However, given the 
vagueness and the enormous scale, 
other kinds of FTL travel could easily 
be envisioned as taking place. 


THE TIME-LINE 


2001: Birth of Gamil DesJardins in 
Old Beirut (eventual Chairman 
of Ares Corporation) 


Mid-Twenty-First Century: 
“White War(s)”—some espe- 
cially ferocious conflicts 
between the major powerblocs 
of Earth, WORD formed in a 
worldwide sense of revulsion 
against such fighting 

31 December 2093: Beginning of 
Martian Rebellion ( Battlefleet: 
Mars) 


3 March 2094: The Battle of Vesta 


18 June 2094: Attempted assassina- 
tion of Dalia Ashad, high 
WORD official 

2094-2096: 


Martian Free Traders vs. Ares 
Corporation (WORD—World 
Organization for Resource 
Development represented plan- 
et Earth) 


The First Battle of Pallas 
The Battle of Vesta 

The Raid on L-5 
Second Battle of Pallas 
Battle of Juno 

Third Battle of Pallas 


Battle of Mars: Conclusion of 
conflict—Mars gains indepen- 
dence, Ares Corporation most- 
ly dissolved 

2090s: Dissolution of World Organi- 


zation for Resource Develop- 
ment (WORD) 


SPI Future History, continued 


2105: First discovery of fissionable 
materials on Titan, moon of 
Saturn 

2117: War on Titan 

Titan-Prime—Main Chung-quo/ 
Nippon (in game, Hegemony 
of East Asia) base 

New Saar—Main Europa (in 
game, European Economic 
Community) mining complex 


Note: Both the USSR and USA are 
considered to have dissolved by this time. 


c. 2200: 
Establishment of Solar Govern- 
ment (also called Solar Hege- 
mony) 


2317: Female cyborg Lauren Silver- 
wolf discovers “discontinuity 
effect” (later to be called J1) 


2322: First teleship, Argenta Lupa, 
lost in trans-Plutonian space 


2328: (First) Sentience Status Act 


2337: First TeleMEG (TeleMapping 
and Exploration Group)—slow 
sweeps of trans-Plutonian space 
to enhance familiarity of 
“Telesthetics”, second to sev- 
enth TeleMEGs quickly 
formed, beginning of Teles- 
thetic Guild 
First interstellar expedition (to 
Alpha Centauri system); the 
“Outleap” begins 
c. 2380: 

The Alpha Centauri Campaign 


2341: 


Intra-Specific Wars of Autonomy 

2405: The Epsilon Eridani Campaign 

2415: The rise of the Human League 

2430: PHH-HL showdown 

2451: L’Chal-Dah contact 

2462: Second PHH- HL War 

2465: Revolt of Epsilon Indi (PHH 
victory) 

2476: The War with the Rame 

2480: L’Chal-Dah expansion 

2482: War of the Defense League 
(height of L’Chal-Dah power) 

2487: The War for Identity 

2488 - 2504: First Interstellar Peace, 
(second) Sentience Status Act 

2505: War for the League 

2506 - 2774: Second Interstellar 
Peace 

2775: First Xenophobe Incursion 
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2785: Second Xenophobe Incursion 
2786 - 2787: Virtual destruction of 
Xenophobes 


2836/c. 2836: 
First Contact (described a 
unspecified First Contact in 
StarForce) with Igugui (from 
StarGate)(Igugui have unusu- 
ally high telesthetic abilities - 
short, stocky, friendly aliens) 


c. 2850: 
J2—-single Psion/Telesthetic 
jumping from outside a sys- 
tem’s gravity well (about 2300, 
according to Universe/ 
Delta Vee) 


c. 2870: 
First Contact with Duonoips 
(from StarGate, tall and high- 
ly-muscular aliens, but rather 
unintellectual) 


c. 2880: 
First Contact with Meta-Mex 
(Meta-Mex are machine intelli- 
gences with highly sophisticat- 
ed warp drives) 

c. 2900: 
J3-purely-technological warp 
drive from outside a gravity 
well 


c 2950: 
War in the Gilgamesh Cluster 
(located in Outreach hex 1315, 
one hex “above” Sol: 


Vector One: planet-to-orbit 
shuttles 


Vector Two: “solar-wind” 
powered ships (interplanetary) 


Vector Three: central cylinder 
and various types of pods 


Xandri-Bratcom Coalition —a 
human commercial empire 
(Bratcom), allied with a saurian 
race (Xandri), who provide the 
company “muscle” 


Humano-Cetacean Civilization—a 
splinter group of humanity liv- 
ing in harmony with genetical- 
ly-enhanced telesthetic dol- 
phins, who provide various 
telepathic skills 


Aaland: strategic base and site of 
the major battle 


c. 3000: 
J4—Mini-Jumps within a grav- 
ity field 


3021 - 3023: 
E’kenn Assault on outer 
Human Colonies - E’kenn are 
supercilious parahumans (or 
descendants of some throw- 

. back line of Earth humans) 

with an extreme sense of hier- 
archy 


Note: The game is clearly only a 
“schematic” of a far larger conflict. 


c. 3100: 
after the defeat of the E’kenn, 
dissolution of their civilization 
into commercial, demotic 
forms 


c. 3439: 
(changed from 2439): 
Virunian “War of Purification” 
begins (eighty years) 
Note: Since this is so far in the future, 
Virunians can be conceived as virtually 
anything. Perhaps one could speculate 
they are actually a coalition of three 
races — 


1) supercilious parabumans (or even 
descendants of Earth humans), 
“the brain” 


2) saurians - warriors, “weapons 
section” 


3) short, stocky “techies/workers”, 
“transport section” 


c. 3519 (changed from 2519): 
Battle at Null-Gate 


Note: Human J4 drives are unable to 
function in the wild energy fields of the 
Null-Gate. Meta-Mex have J5 (or Wob- 
ble) drive. The game is clearly only a 
“schematic” of a battle that could have 
involved thousands of ships. Race that 
defeated the Virunians: Hidden 
Guardians of the Galactic Core 
(extremely telesthetically and technologi- 
cally advanced parahumans). 


The far-future games, The Sword and 
the Stars and Freedom in the Galaxy 
have not been included. Freedom in the 
Galaxy is too obviously derivative of 
George Lucas’ Star Wars to be consid- 
ered a distinct background; whereas 
The Sword and the Stars seems to be an 
entirely self-contained background. O 
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Mietagaming Games Article Index 
AX Continuation 


by Duke Ritenhouse 


The following is a continuation of 
Michael Friend’s Metagaming articles 
index in the Summer and October 
1996 issues of VINDICATOR. It 
begins with the second SPACE 
GAMER issue produced by Steve Jack- 
son Games (No. 28, May/June 1980) 
and concludes with the final issue pro- 
duced by SJG (No. 76, Sept./Oct. 
1985). This index also includes the six 
issues of THE FANTASY GAMER, 
which was published by SJG from 
August/Sept. 1983 to June/July 
1984. In the index THE SPACE 
GAMER is “TSG”; THE FANTASY 
GAMER is “TFG.” 

Some notes and observations: 

1. Under Steve Jackson, THE 
SPACE GAMER tended to be very 
heavy on reviews - much more so than 
when the magazine was owned by 
Metagaming. Thus, a number of the 
entries below were generated from 
either “capsule” reviews or “featured” 
reviews. With each review listing, I 
have indicated whether the game was 
reviewed (in my estimation) very favor- 
ably, favorably, neutrally, unfavorably 
or very unfavorably by the reviewer. 

2. Another popular feature of the 
“Jackson-era” SPACE GAMER was 
Game Master, which attempted to 
answer rules questions sent in by read- 
ers. Steve Jackson Games would 
attempt to contact the manufacturer 
for an official response, or - if the 
attempt failed - a staff member would 
try to answer the questions as best as 
possible. Metagaming products. were 
mentioned quite frequently in Game 
Master, although Metagaming’s re- 
sponses to the queries were virtually 
non-existent. 

3. As for current or past Metagam- 
ing products, it should come as no sur- 
prise that Ihe Fantasy Trip, G.E.V. and 
Ogre received a large share of THE 
SPACE GAMER’s attention. Despite 
waiving his rights to the design, Steve 
Jackson kept the pages of TSG full of 
material for The Fantasy Trip, both 
before and after Metagaming’s demise. 
Many of the magazine’s best articles - 
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and most of its better fiction - were 
TFT-related. G.E.V. and Ogre, of 
course, became property of Steve Jack- 
son Games, and were well supported 
by THE SPACE GAMER. 

4. Many TSG articles - especially 
those for use with G.E.V. and Ogre - 
could have been placed under more 
than one game heading. However, 
rather than duplicate entries, I chose to 
list each article only once, placing it 
with the game it seemed most attached 
to. 

5. Those with an historical bent 

should find a few interesting listings 
under “Miscellaneous.” Many of the 
items detail Metagaming’s lackluster 
efforts after Jackson’s departure and its 
subsequent lack of respectability and 
eventual fall from grace. 
Editor’s disclaimer: Duke originally 
organized his index alphabetically by 
game title, which is the proper way to 
organize an index. But, in order to 
make it conform to my earlier index, I 
took the liberty to rearrange it in chrono- 
logical order by first publication date. In 
this particular instance I feel it 1s more 
appropriate to do it that way. If you do 
not like this rearrangement then blame 
the editor, not the author. 


STELLAR CONQUEST (2) 


1 Thirty-four (!) rules questions 
(Game Master), TSG 52. With no 
reply received from Metagaming, 
Steve Jackson does his best to 
answer. Two page article. 


2 “The New Edition of Stellar Con- 
quest”, Tony Watson and Greg 
Costikyan, TSG 76. A (favorable) 
review and a look at the old 
Metagaming classic after its pur- 
chase and update by Avalon Hill. 


OGRE (21) 

1 Four rules questions (Game Mas- 
ter), TSG 34. 

2 “Solitaire Ogre”, George Collins, 
TSG 35. Suggestions for solitaire 
play, with human player playing 


defense and Ogre moving with . 


combination of preconditioned 
and random responses. 
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EA, 


12 


13 


14 


15 


Response by Steve Jackson to let- 
ter from Joseph R. Power, TSG 
35. Jackson explains that Steve 
Jackson Games is negotiating to 
buy rights to Ogre and G.E.V. from 
Metagaming. 


Two rules questions (Game Mas- 
ter), [SG 38. 

Letter from Paul Hernandez, TSG 
44. Touches on submitting vari- 
ants for Ogre/G.E.V., Steve Jack- 
son Games’ plans for the two 
games, and the games’ possible 
fate (along with that of The Fanta- 
sy Trip) in Jackson’s legal squab- 
bling with Metagaming. 

“Where We’re Going”, Steve Jack- 
son, TSG 47. In his monthly col- 
umn, Jackson details the agree- 
ment that ended his legal donny- 
brook with Metagaming over 
rights to Ogre and G.E.V. (the 
result, obviously, was favorable for 
Steve Jackson Games). 


Three rules questions (Game Mas- 
ter); 1sG'50: 


“Basic Ogre Defense”, Michael 
Nahas, TSG 52. Strategy for play- 
ing the defenders. 


“Ogre Squash”, Rusty Lamont, 
TSG 52. Light-hearted miniatures 
rules and miniatures scenario. 


Letters from John W. Berry and 
Ben V. Kloepper, TSG 52. 


Letter from George A. Boyett, 
TSG 54. Questions on “Ogre 
Smash” rules. 


Letter from John Novak, TSG 54. 
Examines strengths and weakness- 


es of Mark IV and Mark V Ogres. 


“Battleswit: Man-to-Man Combat 
from the World of Ogre”, Steve 
Jackson, TSG 59. Game, complete 
with counters, inserted into maga- 
zine. Nine pages of rules, includ- 
ing two-page spread for map. 
New counters for Battlesuit, TSG 
60. Previous issue’s counters were 
slightly misregistered. 

“Basic Ogre Strategy”, Steve Jack- 
son, TSG 62. The game’s designer 
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Index, Continued 


discusses tactics for playing the 
attacking side. 


16 Battlesuit reviewed (very favor- 
ably) by Craig Sheeley, TSG 63. 

17 “The Suicide Ogre: Goliath”, Tim 
Solis, TSG 64. Short story, specs 
and optional rules for using a 
kamikaze-like Ogre. 


18 “The Golden BB: Critical Hits in 
Ogre”, Steve Jackson, TSG 64. 
Optional rules for introducing crit- 
ical-hit concept into Ogre/G.E.V. 
games. 


19 Five rules questions (Game Mas- 


ter), TSG 65. 


20 “Icepick”, Craig York and Steve 
Jackson, TSG 68. Short story, 
optional rules, new map and new 
scenarios for Ogres moving and 
fighting under ice. 


21 “Air Force Sets Up Ogre Tourna- 
ment”, news column, TSG 72. 
Announcement of a planned tour- 
nament, which would include up 
to thirty-five bases in the Southern 
United States. 


CHITIN: I (1) 


1 Mentioned in “Murphy’s Rules”, 
TSG.51, 


? 


MELEE (1) 


1 Rules question (Game Master), 
TSG 29. 


WARPWAR (3) 


1 “WarpWar; The Campaign 
Game”, Joseph R. Power and 
Steve Jackson, TSG 33. Sugges- 
tons for playing WarpWar in a 
larger-scale “campaign” format, 
and suggestions for play-by-mail 
games. 

2 Letter from Tom Kennesson, TSG 
37. Discusses success of campaign 
game organized with help of arti- 
cle from TSG 33 (above). 

3 One (detailed) rules question 
(Game Master), TSG _ 65. 
Answered by Steve Jackson. 


G.E.V. (15) 


1 Rules question (Game Master), 
TSG 28. 


11 


12 


13 


“End Game”, J.D. Bell, TSG 33. 
Fiction based on game’s setting. 
Followed with a new scenario and 
new counters based on the short 
story. 

Rules question (Game Master), 
TSG 36. 


Contest, TSG 38. Detailed end- 
game problem designed by Phil 
Rennert. Supposedly, there was 
only one correct solution for win- 
ning the game with the set-up pre- 
sented, even with one side rolling 
nothing but 6’s and the other side 
rolling nothing but 1’s. 


Correction of two (very impor- 
tant) typographical errors for the 
above mentioned contest, TSG 39. 


Contest, TSG 39. Readers invited 
to submit artwork detailing heavy 
tanks, light tanks, missile tanks, 
howitzers, mobile howitzers and 
the Paneuropean “Fencer” cyber- 
tank. 


“Tournament Ogre/G.E.V.”, 
Phillip Rennert, TSG 52. Strategy 
for playing in a tournament setting 
(mostly using the “Ceasefire Col- 
lapse” scenario), and analysis of 
strong and weak points for G.E.V. 
units and Ogres. 


“The Lone G.E.V.”, Michael 
Stackpole, TSG 52. Three-page 
short story followed by specs for 
two new units (one Ogre, one 
G.E.V. hybrid) introduced in the 
story. 

Five rules questions (Game Mas- 
ter), TSG 54. 


Eighteen rules questions (Game 
Master), TSG 55. 


One rules question (Game Mas- 
ter), TSG 57. 


“Back to the Drawing Board: A 
Formula for Determining Unit 
Costs in Ogre/G.E.V.”, Henry 
Cobb and Steve Jackson, TSG 69. 
An (extremely accurate) algorithm 
to establish armor-unit cost of new 
units for Ogre/G.E. V. 


“Shockwave Analysis and Strategy”, 
Phillip Rennert, TSG 71. In-depth 
look at new units and scenarios 
presented in expansion set for 


Ogre/G.E. V. Includes errata. 


14 Letter from Gus Smedstad, TSG 
73. Examines the superheavy-tank 
vs. two heavy-tanks debate which 
began after the publication of 
Shockwave. 

15 Letter from Ben V. Kloepper, TSG 
73. Observations on Shockwave 
and suggested optional rules. 
Reply to letter indicates that 
planned Ogre Book, Vol. II was 
being shelved indefinitely. 


ICE WAR (1) 

1 “Playing the ESA”, Lawrence Per- 
son, TSG 39. Four detailed strate- 
gic plans when playing the ESA 
side. 


STICKS & STONES (1) 


1 “Games for Newcomers”, Steve 
LaPrade, TFG 5. Mentioned as “a 
hard-to-find, but excellent intro- 
ductory game.” 


ONE WORLD/ 
ANNIHILATOR (2) 


1 Reviewed (neutrally) by Denis 
Loubet, TSG 28. 


2 Rules questions (Game Master), 
TSG 34. 


HOT SPOT (2) 
1 Reviewed (favorably) by Steve 
Jackson, TSG 29. 


2 Rules clarification from designer 
W.G. Armintrout (Game Master), 
TSG 34. 


ARTIFACT (2) 
1 Reviewed (neutrally) by Robert 
Marrinan, TSG 31. 


2 “Designer’s Notes for Artifact”, 
Glenn Williams, TSG 34. Notes, 
expanded rules, new counters and 
new charts and tables. 


DIMENSION DEMONS (1) 


1 Reviewed (neutrally) by Tony Wat- 
son, TSG 36. 


THE LORDS OF 
UNDEREARTH (2) 


1 “Designer’s Notes for Lords of 
Underearth”, Keith Gross, TSG 
38. Includes official errata. 


2 Reviewed (favorably) by William 
A. Barton, TSG 38. 
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ROMMEL’S PANZERS (1) 


1 Reviewed (neutrally) by Nick 


Spade the detective - in a TFT 


campaign. 


enough - designer Steve Jackson 
answers the questions himself. 


Schuessler, TSG 30. 6 Three rules questions (Game Mas- 14 Mentioned in “Murphy’s Rules”, 
ter), TSG 31. TSG 50. 
ee -e 7 Letter from James G. Strickland, 15 “Handicapped Characters in 
1 Reviewed (very favorably) by TSG 31. Ponders fate of TFT sys- TFT”, Forrest Johnson, TSG 51. 
y 
Ronald Pehr, TSG 34. tem (property of Metagaming at Variant rules describing method 
the time), prompting interesting for saddling TFT characters with 
THE FURY OF THE response from TFT designer Steve physical or mental handicaps in 
NORSEMEN (711) : Fe SAL “hs 
Jackson. exchange for allowing those char- 

1 Reviewed (favorably) by Paul 8 Twelve rules questions (Game acters to begin with higher attrib- 
Manz, TSG 38. Master), TSG 33. utes. 

DEATH TEST 2 (1) 9 Attributes for the Megatort, a 16 “Minor Institutions of Cid”, For- 

suietne. TSC) ah rest Johnson, TSG 52. Variant 

1 Reviewed (very favorably) by ae ie rules to aid gamers who mostly 
Ronald Pehr, TSG 33. 10 “Alien”, Andrew Elovich and For- play solitaire-style. 

rest Johnson, TSG 37. Attributes ; re , = 

TREASURE OF THE for using the famous movie mon- 17 Mentioned in “Murphy’s Rules”, 

SILVER DRAGON (1) ster in TFT games. TSG 53. 

l Announcement that the $10,000 ll “Magic Contest Results”, TSG 39. 18 “Magic Backlash in TFT”, Richard 
real-life treasure hunt detailed in Fifteen new spells or magic items A. Edwards, TSG 54. Vattant roles 
TotSD had ended, with University submitted by TSG readers, most for establishing consequences for 
of Texas student Thomas David- compatible with TFT. wizards who badly botch a spell 

i attempt. 
ey Ecine Se) A dee dnl 12 Announcement that Metagaming . 2 n Dares 
in Sunspot, New Mexico. TSG 33. has agreed to license Gamelords 19 “Megahexes”, Bob Hensle, TSG 
. 5 54. Instructions for constructing 
SECURITY STATION (1) ——_ Sh sors supple home-made megahexes for aid in 
i lis : , mapping TFT dungeons. 
1 Reviewed (favorably) by William 13. Six questions (Game Master), TSG PPIng & 


A. Barton, TSG 38. 


THE FANTASY TRIP: IN 

THE LABYRINTH (33) 

1 “Overmen do it Better”, Forrest 
Johnson,, TSG 28. Adapting 
species from novel by Lawrence 
Watt-Evans for use in TFT. 


2, “The, lempie: of oLife’, by 
Lawrence Watt-Evans, TSG 29. 
Short story followed by attributes 
for using story’s characters in TFT 
campaigns. 

3 “Well, It’s Finally Out: Designer’s 
Notes and Errata for The Fantasy 
Trip” , Steve Jackson, TSG 29. The 
game’s designer discusses the 
design process, his difficulties with 
Metagaming, and provides (volu- 
minous) errata - with Metagam- 
ing’s blessing. 

4 Reviewed (favorably) by Ronald 
Pehr, TSG 31. Two page feature 
review discussing § system’s 
strengths and weaknesses. 


5 “Sam Beowulf”, Joseph Miranda, 
TSG 31. Short piece of fiction and 


48. No replay was received by 
Metagaming, so - interestingly 


20 


Letter from Anne Quinlan, TSG 
54. Criticizes use of homosexuality 
as a “handicap” in TSG 51 article. 


Board a crippled lab ship with the UN Colonial Marines and 
try to come out alive as you face escaped specimens, malfunc- 
Fe4 tioning defense systems, insane crewmembers, and berserk 
robots. Keep moving — the ship is in a decaying orbit and it’s 
A falling fast toward a fiery end. Find and rescue the surviving 
crew, but beware of what else survived with them... 
The Vesuvius Incident is the first release in the Last Frontier future his- 
tory series from FMG. It’s an exciting solitaire science fiction boardgame 
that includes a 20-page rulebook, a highly detailed 17” x 22” map of the 
doomed starship, 158 full-color counters, and a handy ziplock bag. 


~ 


ee) (FIMG-2010; $10.00 retail) 


Wield the power of the Shapeshifters and throw open the | 
gates to the animal kingdom! Soar through the air as an eagle, | 
stalk your prey as a tiger, or escape into the water as a sleek 


manta ray. From 
ant to whale, 
you select from 
all the creatures 
of the world —- 
as do your ene- 
mies. 


of Magical Combat 


e Ultimate Gam 


A fast-paced boardgame of tactical combat between transforming wiz- 
ards, Shapeshifters includes a 16-page rulebook, a 17” x 22” color map, 
an 11” x 17” transformation chart, 63 half-inch counters, and a handy 


ziplock bag. 


(FMG-1010; $10.00 retail) 


attributes for using detective Sam 
Beowulf - a loose joining of 


If your local stores do not stock FMG products, Fat Messiah Games 
you can order direct from FMG by sending a yi P.O. Box 341136 
Beowulf the warrior with Sam 


check or money order plus $1.50 postage and AG Los Angeles, CA 90034 
handling to this address: bi Sash (CA residents add 8.25% tax.) 
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Index, Continued 


21 Letter from Keith Abbott, TSG 
54. Praises the TSG 51 article. 

22 “More Handicaps in TFT”, Ralph 
Sizer, TSG 57. Expansion of TSG 
51 article. 


23 Contest results, TSG 57. Trivial 
spells submitted by readers, easily 
adaptable for use in TFT cam- 
paigns. 

24 “Economics in TFT”, Ronald 
Pehr, TSG 61. In-depth look at, 
and optional rules for, economics 
in TFT campaign settings. 

25 Mentioned in “Murphy’s Rules”, 
TSG 6l. 


26 Mentioned in Murphy’s Rules”, 
TSG 64. 


27 “Superheroes in The Fantasy 
Trip”, Ronald Pehr, TSG 65. 
Detailed rules for using super- 
powered characters in a TFT-based 
superhero campaign, or in an 
already established TFT swords- 
and-sorcery type campaign. 


28 “Where We’re Going”, Steve Jack- 
son, TSG 65. Jackson explains that 
his attempts to buy the rights to 
TFT from Metagaming were fruit- 
less. He concludes, “At this point, 
I’m afraid republication of TFT is 
unlikely.” 


29 “Converting TFT characters to 
To@T’, Tom Riley, TSG 71. For- 
mula for using established TFT 
characters in Tunnels & Trolls cam- 
paigns, and vice-versa. 


30 “Comparing Man-to-Man with 
The Fantasy Trip”, Steve Jackson, 
TSG 76. A look at the mechanics 
of Man-to-Man (the character 
combat module eventually incor- 
porated into all aspects of the 
GURPS game) vs. those of The 
Fantasy Trip, both of which were 
designed by Jackson. 


31 “Where We’re Going”, Steve Jack- 
son, TFG l. The Fantasy Trip 
designer discusses, at length, his 
then-current negotiations to buy 
back the rights to TFT from 
Metagaming. 

32 “TFT Gaming Notes for ‘Vampire 
Trap’”, Steve Jackson, TFG 4. 
Optional rules and attributes for 


characters and monsters featured 
in Timothy Zahn’s short story, 
“Vampire Trap”, which appeared 
in the same issue. 


33 Mentioned in “Murphy’s Rules”, 
TFG 4. 


TRAILBLAZER (1) 


1 Reviewed (neutrally) by Robert C. 
Kirk, TSG 50. 


TREASURE OF UNICORN 
GOLD (2) 


1 “Unicorn Gold Mystery Stull Un- 
solved”, news column, TSG 72. 
Update on the status of the hidden 
unicorn statue, which would be 
worth $10,000 to its finder. How- 
ever, a September 1984 deadline 
for announcing the location of the 
unicorn came and went without 
any comment from Metagaming - 
not a huge surprise, considering 
the company’s 1983 demise. For- 
mer Metagaming president 
Howard Thompson did not help 
matters by refusing comment on 
the issue, ending a potential inter- 
view with TSG by saying, “I have 
nothing to say on that.” 


2 Reviewed (neutrally) by Edwin J. 
Rotondaro, TFG 1. 


ORBQUEST (1) 


1 Reviewed (very favorably) by 
Edwin J. Rotondaro, TSG 62. 


THE AIR-EATERS STRIKE 
BACK! (2) 


1 Eight rules questions (Game Mas- 
ter), TSG 44. Included are design- 
er Keith Gross’ responses, and the 
errata list that Gross was sending 
to Metagaming. 

2 Reviewed (very favorably) by 
William A. Barton, TSG 44. 


DRAGONS OF 
UNDEREARTH (1) 


1 Reviewed (neutrally) by Paul 
Manz, TSG 55. 


STARLEADER: ASSAULT! 
(1) 


1 Reviewed (unfavorably) by 
William A. Barton, TSG 61. In 
three page “featured review,” Bar- 
ton expresses disappointment with 


almost all aspects of the game, 
which was intended to be 
Metagaming’s initial module in a 
complete Starleader role-playing 
game. 


HELLTANK DESTROYER 


C1) 


1 Reviewed (unfavorably) by Steve 
List, TSG 60. 


TOLLENKAP’S LAIR (1) 


1 Reviewed (very favorably) by Karl 
Mueller, TSG 31. 


THE WARRIOR LORDS 
OF DAROK (1) 


1 Reviewed (neutrally) by Steve List, 
TFG 1. One of two modules pro- 
duced for TFT by Gamelords, Ltd. 


FOREST LORDS OF 
DIHAD (1) 


1 Reviewed (very favorably) by Steve 
Woodcock, TFG 3. One of two 
TFT-related modules published by 
Gamelords, Ltd., in conjunction 
with Metagaming. 


MISCELLANEOUS (9) 


1 “Metagaming Report”, TSG 28. 
One page article on Metagaming 
projects, submission guidelines, 
etc., by company president 
Howard Thompson. 


2 Letter from Michael Moore, TSG 
34. Bemoans Metagaming’s deci- 
sion to issue Microgames in soft- 
box format (rather than baggie 
format), beginning with Artifact. 


3 “Where We’re Going”, Steve Jack- 
* son, TSG 35. Update on lawsuit 
involving Howard Thompson and 
Steve Jackson involving rights to 
One Page Bulge game. 

4 Upcoming Metagaming releases - 
including Hitlers War and The 
Air-Eaters Strike Back! - plugged 
in news column, TSG 39. 

5 “Where We’re Going”, Steve Jack- 
son, TSG 55. A report from Ori- 
gins (1982), where Metagaming 
apparently had “No new games, 
no tournaments being run, and no 
company personnel in sight.” 


(continued from page 3) 
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GAMES FOR SALE 


A handful of games on this list have been 
sold since the Summer issue was mailed. 
Likewise, I’ve been able to replenish the list 
just a little bit with eight new additions. I’m 
still willing to take requests for games that 
aren’t listed here or that were listed but have 
been already sold by the time you try to place 
an order. Remember, though, that unlike 
regular game dealers I can’t guarantee when 
I’ll be able to acquire special requests. It may 
be several weeks or several months or never. 
Please take advantage of the game sellers 
mentioned in the Summer and October 
issues and try to order from them too. You 
may just have better luck getting games from 
these other companies and individuals than 
waiting for me to get them for you. 

If you order a game that I’ve already sold 
to someone else, I give you three options: 1) 
I could keep your money and as soon as I get 
another copy of that game I’ll send it to you 
(see my comments above). 2) I could send 
you an alternate game if you list it on your 
order. 3) I could refund your money and you 
could reorder from me at a later date or order 
from-someone else. Please notate the option 
you wish to use on your order. 

A side note: Over the years I’ve collected 
about three dozen miniature dice from vari- 
ous old Metagaming and SPI games that I’ve 


bought. I-don't use or need hese dice. I 
know that_all.meteran gamers hgvestheir own 


dice colleetions, bet just in @§}se someone 
would like"6r_need some thige-eights inch 
square dice,.mention it the néxt time you 
place an order for some games and Ill gladly 
throw a couple dice in the package for free, 
just to get rid of them. 


SHIPPING CHARGES 
Please add $.50 for every Microgame and 


Metagaming Chronology Update 
(the saga continues.....) 

Alan Dickson of Yarmouth, Maine 
writes about a small glitch in the Metagam- 
ing chronology: “I don’t know what you 
base the dates on, but FYI, I have a copy of 
Wizard which says ‘Copyright 1978.’ I was 
living in the U.K. at the time, so it may be 
an export copy of the 1977 printing.” 

Is it true, as Alan speculates, that a spe- 
cial edition of Wizard (and maybe other 
Metagaming games as well) was printed for 
overseas export, or was a British company 
given permission to print a British edition? 
If anyone can shed some light on this little 
enigma please do so. 
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$1.00 for every larger game. Make checks 
payable to me, Michael Friend. 


Wizard counters uncut, $3.95 


Invasion of the Air-Eaters counters uncut, 


$2.95 


Holy War counter sheet cut into short 
strips, no bag, $2.95 


Annihilator/One World 2 copies — 
1) counters uncut, errata taped into 
and handwritten in booklet, $2.95 
2) counters cut apart, errata taped into 
booklet, no bag, $2.95 


Hot Spot counters uncut, no bag, $2.95 
Artifact counters uncut, $3.95 
Trailblazer counters uncut, $3.95 
Helltank Destroyer counters uncut, $3.95 


The Fury of the Norsemen counters 
uncut, $3.95 


GrailQuest counters uncut, $3.95 


The Air-Eaters Strike Back! counters 
uncut, introductory rules are photocopied, 


$7.95 


Hitler’s War 2 copies - 

1) counters punched out of cardboard 
frame into long strips, otherwise in 
excellent condition, $7.95 

2) counters cut apart, army record 
sheets are photocopies, rules high- 
lighted in orange magic marker, 
rule book cover dirty (was stepped 
on!), $7.95 


The Trojan War counters cut apart, missing 
two “Stun” and one “Wound” marker, 
$7.95 


Advanced Wizard water damage to lower 
half of booklet with stain on back cover and 
internal pages slightly wrinkled, $5.95 Oo 


A Late Thank You 

I should have mentioned this in the Octo- 
ber issue but I forgot, so I’ll mention it now. 
The VINDICATOR title design for the new 
newsletter format was not designed by yours 
truly but instead by a subscriber. A couple 
months ago Tony Watson of Glendale, Cali- 
fornia sent me a sheet of four unsolicited 
logos which he had designed for the new for- 
mat. Of those four designs I picked two that I 
liked the best and sent a copy of the sheet to 
Fat Messiah with instructions to use one of 
those two favorites in their new typeset design 
for VINDICATOR. The logo you see on the 
cover page is the one that was selected. Thank 
you, Tony, for your contribution to help 
improve the appearance of the journal. 


Index 
(continued from page 8) 


6 “Where to Submit: A Thumbnail 
Guide”, W.G. Armintrout, TSG 
57. A look at submitting game 
designs to 1982-era companies. 
Metagaming is not highly recom- 
mended, although, according to 
the author, the company will 
“accept almost anything for evalu- 
ation.” 


7 Clever Metagaming advertise- 
ment, TSG 60. Just months from 
going out of business, Metagam- 
ing designs its most original, 
appealing ad ever - a half-page 
plug for Helltank and Helltank 
Destroyer that is significantly more 
professional-looking than anything 
the company had done previously. 


8 “Where We’re Going”, Steve Jack- 
son, TSG 60. Jackson looks back at 
a set of predictions that Metagam- 
ing president Howagg Thompson 
made in 1978, and offérs up seven 
predictions of his.own for 1984 
and 1985. > 


Michael Friend 
P.O. Box 384 
Manlius, NY 13104 


Fvemeuit, fads beruca 
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Fractal Spectrum 


The Magazine for the Creative Gamer 


"_..their industry news column is worth catching. They always reveal the major 
squabbles and product releases..." 
— Mitch Michaelson of Shadis #18 


News, RPG & Boardgame Variants, Game 
Design, and Game Culture articles 


Make all checks payable in US funds to: 

Fractal Dimensions 

17-29 Main St., Suite 316 

Cortland, NY 13045 

Subscriptions: 

$8 US 

$11 Canada 
$22 Foreign 


SMALL GAMI 
PUNLISHERS 
ASSOCIATION 


“Metagaming Ceases Operations”, TSG 63"Announce- ” 
ment in news column. that Metagaming. had ceased ,, 
operations “effective the beginning of April, (1983).” 
Or, as company president. Howard ‘Fhompson summed **- 
up: “Effective right now, Metagaming, Contepts, asi 
has ceased marketing and production services.” 
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